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PREFACE 
Welcome! 


There's something extra special about a Rare game and there 
was definitely something extra special about Banjo-Kazooie. 


Oozing quality from ever fur-covered pore, the aforementioned 
Bear and Bird had us sitting, jaws suitably dropped, for weeks. 
Technically, of course, it was magnificent: visuals to die for, 
sound you'd expect from a CD but, most of all, gaming of the 
highest order. It was challenging, rewarding and entertaining all 
at the same time. It was also very, very big. 


Which is, fortunately enough, why we've decided to dedicate a 
whole issue of the normally split DOUBLE GAME GUIDE + to 
this fantastic game. In last issue's N64, we told you how to find 
absolutely everything. Well, in this issue of DGG +, we've 
constructed the fastest and most comprehensive speed guide 
ANYWHERE. Oh, and also found a feast of extra stuff too. 


Anyway, enough of this. We're sure you're eager to get on with 
the game. Have fun! And give Gruntilda a good kicking from us! 
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wouldn't-buy-it' Killer Instinct Gold to the ‘rather 

smart’ Blast Corps.and on to the award-winning 
GoldenEye 007 in a fairly short space of time. After the 
success of the Bond licence the games industry waited with 
bated breath to see what the little firm with the big ideas 
would churn out next from its secluded base in Twycross, 
Warwickshire. 

And they've disappointed nobody with their latest achievement 
in the N64 world. Banjo-Kazooie is (so far) the only real contender to 
Mario's crown, and it gets so close to stealing it that the smell of pasta 
is VERY strong. 

So here's all you'll need to know in order to become eligible for 
N64 Magazine's Banjo-Kazooie speed trial, as well as how to find the 
game's secrets. Send evidence of your times to ‘I'm the Best’ and pray 
that yours is faster than anyone else's. You might, just might, win that 
exclusive N64 Magazine badge and be the envy of all your friends! 


fh mazing isn't it? How Rare went from the ‘okay-but-I- 
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FINISH THE GAME IN 
RECORD TIME 


SPEED TIPS 
A few hints on how to achieve a 
relatively quick time. 


¢ Play through the game a few times 
to learn where ail the items are 
before going for a record time, as 
once you know your way around it 
becomes a lot quicker. 


* Always use Kazooie when you can because her Talon Trot makes her 
much faster than Banjo. This tip will shave minutes off your time. 

Try to grab all 100 notes on each world if you can, but don’t waste time 
dithering on attempting to locate a paltry few, as you can always graba _ 
couple from Click Clock Wood. 


e If you need to pause for thought hit the start button to stop the clock. 
Set aside a couple of hours to play the game without having to turn off 

the N64 and return to The Lair’s entrance. The journey from here back to 
where you previously were adds on a lot of time. 


SPEED TRIAL 

As you enter The Lair, grab the jigsaw 
piece on the platform to your left before 
heading through the right-hand tunnel 
to Mumbo’s Mountain. Run up the hill 
to your right and place the jigsaw piece 
into the picture to open the door to the 
first world. 
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MUMBO'S 
MOUNTAIN 


JIGSAW PIECE 1 

Race over the bridge to meet 
Conga the gorilla, who will begin 
to throw oranges at you. To 
obtain the jigsaw piece you need 
to stand on each of the orange 
blocks that surround him and step off them when he throws a piece of 
fruit at you. This results in the block being hit, and once all of them 
have been hit you will be rewarded with a piece of jigsaw. 


] JIGSAW PIECE 2 


Climb up the pole that 
Conga is perched upon to 
grab the single orange. 
Now take it to Chimpy 
who will exchange it for 

| a piece of jigsaw and also 
raise the tree trunk to 
grant you access to the 
higher platforms. 


'* PONT TOUCH CONGA’S 


JIGSAW PIECE 3 

Once you've collected the 
second jigsaw piece, jump up to 
the platform above and speak to 
Bottles before pelting the big ape 
with eggs. After a few hits he'll 
relinquish his last piece of 
jigsaw. 
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JIGSAW PIECE 4 

From Conga, go up the steps to Tick Mountain and turn left to reach the 
stone circle. Speak to Bottles before grabbing the jigsaw piece in the 
centre of the monument. 


JIGSAW PIECE 5 

In Mumbo's Village (to the right of 
Tick Mountain) speak to Bottles 
again and use the Beak Buster on 
the huts to uncover the gold. 


JIGSAW PIECE 6 

Use Top-C to look at Mumbo’s 
house and you'll discover another 
piece of jigsaw in one of the eye 
sockets of the skull. Use the Flap Flip Jump to collect it. 


JIGSAW PIECE 7 

Make your way over to the totem 
pole in the centre of the village 
and fire eggs into their mouths to 
reveal a piece of jigsaw. 


JIGSAW PIECE 8 

From the village, head down the 
path that leads back to the start 
and you will see a piece of jigsaw 
on the hill to your left. 


GRUNTY 
SWITCH 

Now race back over to 
Conga and jump up to 
where Bottles is. Leap 
across the platforms on 
the left and hit the switch 
to reveal a piece of 
jigsaw previously hidden 
in The Lair. 
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JIGSAW PIECE 9 

Race back to Mumbo's house and 
pay him five skulls to change you 
into a termite, so that you can 
climb up the inside of Tick 
Mountain. Once you exit at the 
top it's a simple case of climbing 
a little further to reach the jigsaw 
piece. 


JIGSAW PIECE 10 (JINJOS) 

1) At the base of the hill to your right at the start. 
2) On an island to the right of the bridge. 

3) On top of the stone circle. 

4) From the stone circle head down the hill towards 
Conga. The Jinjo is on a small platform. 

5) Hidden under one of the huts in the village. Use the Beak 
Buster to uncover it. 


Leave the world as a termite and once back in The Lair climb 
up above the entrance to retrieve another piece of jigsaw. Now 
go back to the area where you found your first jigsaw piece 
and go up the left-hand tunnel (using Kazooie) and break the 
note door to proceed to the next area. To Banjo's right is the 
picture of Treasure Trove Cove which requires two jigsaw 
pieces and once they're in place run up 

the narrow ramp leading from the picture of Grunty to enter a 
new area. Fall into the water on the left and jump out onto 
the dry land before entering the dark passage that leads to a 
room with a treasure chest. This is the entrance to Treasure 


Trove Cove. 
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TREASURE 
TROVE 
COVE 


JIGSAW 
PIECE 1 
Head left from 
the start and 
beat Nipper 
using the Rat-a- 
tat Rap. Go into 
his shell and 
you'll find a 
piece of jigsaw. 


JIGSAW PIECE 2 


Use the crates near the pirate 
ship to reach the narrow 
walkway and walk along it, 
looking for a 

lower 


platform with Leaky the bucket on it. 
Drop down and fire some eggs into him to 
lower the water around the sand castle. 
Once inside spell out BANJOKAZOOIE on 
the tiles to receive a piece of jigsaw. 
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JIGSAW 
PIECE 3 

Get back on the 
walkway and 
continue past Leaky 
the bucket until you 
reach Bottles. He'll 
teach you how to 

©) do the Shock Spring 
] Jump. Use this new 
skill to leap from 
pillar to pillar to 
reach the cave on 
the other side. 


JIGSAW PIECE 4 

Now make your way to the pirate ship 
where Captain Blubber has lost his 
treasure (which can be found in the 
cargo hold). To get it smash a hole in 
the floor near the back of the ship 
and swim down. Once you have 
the first half of the treasure return 
to Blubber before diving into the 
water on the port side to get 
through a hole which leads to the 
second half of the gold. Give this to the 
Captain in exchange for another piece of 
jigsaw. 


on™ DOUBLE GAME GUIDE + 


BANJO-KAZOOIE 


JIGSAW PIECE 5 


Run up the ropes to the mast 
where Bottles is waiting to teach 
Kazooie how to fly. Follow his 
advice (and use the Red Flight 
Pad) to glide over to the chest 
on the left that guards a piece of 
jigsaw. 


JIGSAW PIECE 6 

Go back to Bottles and this time 
fly to the right. Go up the stairs to the 
lighthouse 
and smash the 
door to 
reach the 
top. Jump 
up to 
collect the 
piece of 
jigsaw. 
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GRUNTY 
SWITCH 

Remember to hit the 
switch behind the 
lighthouse before moving 
onto the next piece of 
jigsaw. 


JIGSAW PIECE 7 


Run over to the tower and 
look over towards the area 
with the ladders. You'll see 
a narrow ledge that you must carefully cross. If you don't fall off you'll 
reach a small cave with a 
piece of jigsaw inside it. 


JIGSAW PIECE 8 
Climb up to the top of 


the tower and use the 
Beak Buster on the red X. 
Fly over to the pools and 
grab the ninth piece of 
jigsaw before hitting the 
next X and then flying on 
to the next one. When 
you encounter the red 
question mark jump 
down onto the island, hit the X, and use the Beak Barge on the chest. 


JIGSAW PIECE 9 
Once at the pools, dive 
into the one occupied by 
a mine. You'll need to 
swim deep to recover the 
piece of jigsaw. 
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JIGSAW PIECE 10 
(JINJOS) 

1) Under the pier at the start. Use the 
Beak Buster to collect it before the 
shark gets you. 

2) On a pillar near the third piece of 
jigsaw. 

3) Standing on top of the Salty Hippo’s 
mast. 

4) On top of a tree near the lighthouse. 

5) From the ninth piece of jigsaw 
look over to a narrow ledge 
where the last Jinjo is just 
begging to be collected. 


Exit Treasure 
Trove Cove 
and race 
over to the 
ship with 
. the 
jigsaw 
piece on top. Use the cannon as a 
platform to get the gold on board. Now go 
back to the room with the picture of 
Grunty on the floor (after the first note 
door) and look to the left of the ramp where 
you'll see a picture of Clanker’s Cavern which needs five jigsaw 
pieces. Once you've 
done that head back 
up the ramp and go 
through the large 
drainpipe to activate 
the cauldron shortcut, 
then go into the 
higher drainpipe and 
head left to hit the 
switch, thus raising 
the pipes to get you 
across to the third 
world. 
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CLANKER’S 
CAVERN 


JIGSAW PIECE 1 

Dive into the water near the start 
and swim through the tunnel that 
leads to your first meeting with 
Clanker. Come up for air before 
diving down under Clanker's 
stomach and swimming through the key’s handle three times, unlocking 
him from his putrid prison. Grab a few air bubbles from Gloop and 
swim up onto Clanker's back to collect your reward. 


JIGSAW PIECE 2 

Run to the blow hole and you'll see a bolt resting in it. Stand on this to 
be propelled to a higher platform where it’s a simple case of walking 
across a path for another piece of jigsaw. 


JIGSAW PIECE 3 
Drop down to Clanker's head 
and jump onto the island to 
his right. Shoot eggs at the 
gold tooth to enter his 
mouth, where you'll find a 
piece of jigsaw. 


JIGSAW PIECE 4 
Under the platform adjacent 
to Clanker's left fin is a piece 
of jigsaw guarded by 
a metal grate. To 
get it, head 
left and 
through the 
first tunnel you 
come to (making 
sure you've got 
plenty of air 
beforehand). 
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JIGSAW 
PIECE 5 
Get on the tip 
"of Clanker's tail 
- and leap onto 
the platform 
opposite. Fire 
three eggs at 
the grate to 
gain access to 
the hidden 
piece of jigsaw. 


JIGSAW PIECE 6 


From your current position plunge into 
the water and swim through the tunnel 
to face the Snippet Mutants. Upon 
defeat they will relinquish their 
treasure. 


JIGSAW PIECE 7 
Now swim back to Clanker’s 
blowhole and jump down it. 
Run past the slicers to collect 
|| the jigsaw piece. 


GRUNTY SWITCH 


After the seventh piece of 
jigsaw, run past the slicers towards the screen and hit the switch to 
reveal yet another piece of jigsaw in The Lair. 


JIGSAW PIECE 8 


Continue towards the screen and enter the water in the next room. Go 
through the tunnel into the ring area. Jump through the green rings 
within the time limit to raise the water level and reveal another piece of 
jigsaw. 
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JIGSAW PIECE 9 

Now use the Flight Pad to go 
through the dark tunnel at the 
opposite side of the room which 
leads to a new area containing 
Bottles who, as always, has a new 
move for you to learn. Use the 
Wonderwing to sprint past the 
slicers and collect yet another 
piece of jigsaw. 


JIGSAW PIECE 10 (JINJOS) 

1) From the start climb up the ladder and make your way to the central 
column (with the beehive). 

2) Near the key needed to set Clanker free. 

3) Stand on the island by the tooth you were shooting at and turn to 
face the wall. Looking down you will see a tunnel which contains a skull 
but THIS IS NOT THE ONE YOU WANT. Instead swim through the next 
one on the right. 

4) Get on the platform adjacent to Clanker’s left fin and use the Shock 
Spring Jump to head left onto the first shaft. Use the Beak Buster to 
break the grate and grab the Jinjo. 

5) After raising the water in the ring area (jigsaw piece 8) head through 
the high passage (past the beehive) and plunge into the pool with the 
Jinjo at the bottom. 


Exit the world and hit the button on Banjo's left to raise the 
pipe leading up to Brentilda. Get on the pipe and follow it to 
another button. This button will open the grate leading to the 
next picture. Complete the picture before rushing back to the 
room with Grunty's portrait on 
the floor. Bash the eyes for a 
piece of jigsaw. Now run up 
the hill to open the note door 
in the previous room. This'll 
reveal a new area containing a 
statue of Grunty. From here 
you must run left up the steep 
slope and into the swamp 
area. Follow the path to enter 
Bubblegloop Swamp. 
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BUBBLEGLOOP SIWAMP 


JIGSAW PIECE 1 


Turn around and speak to Bottles 
2 before heading across the bridge to | 
(7) the island. Go left and find a bunch | 

of frogs and a giant egg. Break the | 
egg open with Kazooie's beak to 
free the jigsaw piece. 


JIGSAW PIECE 2 

Race back to the island after the 
bridge. Hit the jigsaw button to 
uncover a hidden piece of jigsaw. 
Now run as fast as you can to collect 
it (avoid the narrow part near the end 
with a double jump). 


JIGSAW PIECE 3 

(| Jump down from your current position to 
the island with the tree trunks. Beat all 
the Flibbets using Banjo's roll and 
Kazooie's Rat-a-tat Rap and steal their 
gold. 


JIGSAW PIECE 4 


Now make your way to Tanktup who's 
flippers are numb with cold. Use the Beak 
Buster to put them back inside his shell and 
you'll be rewarded with a piece of jigsaw. 
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Enter Tanktup's mouth to meet 
the Tiptup choir. Speak to the 
conductor who will teach you 
how to play music by bashing the 
baby turtles. Get the order correct 
three times and he'll give you a 
jigsaw piece. 


JIGSAW PIECE 6 

Exit Tanktup and get over to the Tree Hut village. Use the Beak Buster 
on each hut to uncover more Shock Spring pads with which to make 
your way up the village. The jigsaw piece is under the highest hut. 


GRUNTY SWITCH 


You'll find it under a hut on your way up. 


JIGSAW PIECE 7 


Feed an egg to Croctus and his friends who are located in the following 
areas of the swamp. 

1) To your left, at the start. 

2) In a cave near the second piece of jigsaw. 

3) High up in Tree Hut village. 

4) Behind the large crocodile head. 

5) Behind Tanktup. 


JIGSAW PIECE 8 

Near the end of the maze there is an exit to a very narrow ledge. Hit the 
jigsaw button and follow the path within the time limit to receive your 
prize (again you can miss out the final part with a double jump). 
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JIGSAW PIECE 9 
(JINJOS) 

1) To the left of the small bridge at the 
start. 

2) In a cave near the second piece of 
jigsaw. 

3) Behind Tanktup. 

4) Behind the crocodile skull on a pole. 
5) At the base of a tree in Tree Hut 
village (you must be a crocodile to collect this one). 

(We've left out one of the Jigsaw pieces because it's very hard to get 
without the running shoes and it's a waste of time if you don't get it 
first try). 


Once you have nine jigsaw pieces and 100 notes exit the world 
and follow the path back across the swamp. Explore the tunnel 
to the right of the Gruntling and you'll find some wading 
boots. Put these on and race across to a tunnel behind 
Bubblegloop Swamp. You'll find the picture of Freezeezy Peak 
which requires eight pieces of jigsaw. Complete the picture 
and grab the wading boots above the tunnel: they'll see you 
safely back to the statue. From here, go right to break the 
spell on the door. 

Once inside the new area smash both brick walls. Behind 
one of them is a button, which when pressed creates a moving 
disc. Use it to enter the vase. Collect the jigsaw piece from the 
statue before rushing back to the previous room. Now go up 
the stairs and when you get to the new area run into 
Freezeezy Peak where you'll learn the Beak Bomb. Open the 
door to enter Grunty's mouth and from here traverse the lava 
to reach the portrait of Gobi's Valley. Fill in the missing pieces, 
head back to the vase and enter the level. 
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GOBI'S 
VALLEY 


JIGSAW PIECE 1 

Get on Jinxy's back and use the 
Flight Pad to soar into the air. 
Fly through the hoops of the 
idols and you'll be rewarded 
with a piece of jigsaw. 


JIGSAW PIECE 2 

From Jinxy's back, take off and search for the target on the Kazooie 
pyramid. Hit it with the Beak Bomb to open the pyramid’s door. Once 
inside, put some eggs into the revolving basket and Histup will help 
you to get a piece of jigsaw. 


JIGSAW PIECE 3 

From the previous piece of jigsaw, jump over to the pillars near Jinxy’s 
nose. Fire an egg into each nostril and the resulting sneeze will open 
the door below. Go inside and make the carpets rise by feeding an egg 
to the faces on the wall. You'll find the third jigsaw piece at the end. 


JIGSAW PIECE 4 

Exit Jinxy and run over to the sun 
pyramid, where you'll see Gobi on 
an island to the left. Break the 
boulder to set him free and he'll 
give you the fourth piece of jigsaw. 
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JIGSAW PIECE 5 


Use the button on top of the sun 
pyramid to open its door. Once 
inside, dispose of the mummy _ 
using the Wonderwing. Play mix ‘n’ 
match by hitting the tiles on the 
pyramid’s floor. 


JIGSAW PIECE 6 

Dash over to the Kazooie pyramid 
and you'll find Bottles just behind and to the left of it. Speak to him and 
go down the slope to meet 
Grabba, who is guarding a piece 
of jigsaw. Head right to collect the 
running shoes which will enable 
you to snatch it from his grasp. 


JIGSAW PIECE 7 

Run back to the shoes and collect 
a new pair before hurrying over to 
the nearest pyramid. Step on the 
button to start the timer, sprint to 
the top and fall down the hole. Dive down and once you've collected 
the jigsaw piece the water will drain, allowing you to escape. 


JIGSAW PIECE 8 

You will notice that the water has 
drained into a moat; the top of each 
pillar is now just above it. Stand on 
each of these in turn and fire eggs 


at the face that appears from each 
side to make the hidden pyramid 
rise. Enter and complete the maze 
to reach the sarcophagus which 
guards a special treasure. 
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GRUNTY SWITCH 
Once you have the jigsaw 
piece go back into the maze 
and press the button which 
you'll find on your right. 


JIGSAW PIECE 9 
Run back to the start where 
Gobi is taking shelter from 
the sun under Trunker's 
leaves. Use the Beak Buster 
on the greedy camel’s hump 
to quench Trunker’s thirst and you'll be richly rewarded. 


JIGSAW PIECE 10 
(JINJOS) 

1) Turn around at the start and you'll 
find him stranded on an island. 

2) Inside Jinxy's pyramid, jump on 
the first carpet, make it rise and then 
look 
right. 

3) Behind 
the sun 
pyramid. 
4) After the sixth piece of jigsaw, dive down 
into the water. 

5) In a pot next to jigsaw piece 7. 


Once you're back in The 
Lair move over to the 
open sarcophagus and use 
the Shock Spring Pad to 
collect the sixth Lair jigsaw 
piece. Exit via the staircase 
and use your eggs to break 
the web over the small pit. 
Next, head right towards 
the icy area that holds the 
entrance to Freezeezy 
Peak. 
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FREEZEEZY 
PEAK 


JIGSAW 
PIECE 1 
Leg it down 

the slope, 

past Boggy and 
turn left to 
find a 
present. 
Open it with the 

Beak Buster and guide the Twinklies to safety by badhine the Twinkly 

Munchers. Once safely at the tree shoot the ‘ON’ switch at the back, fly 

into the air via the Flight Pad on the presents and go through the star 

three times. Climb up the inside of the tree to collect your reward. 


JIGSAW PIECE 2 

Go back to the Flight Pad and 
speak to Bottles. Use the Beak 
Bomb to hit the snowman's three 
buttons and the jigsaw piece will 
appear by his legs. 


JIGSAW PIECE 3 


Take to the air once again and 
destroy each Sir Slush. Another 
piece of jigsaw will be added to your collection. 


GRUNTY SWITCH 
The Sir Slush 
nearest to Bottles 
is hiding the 

» Grunty 
Switch. 
Attack him 
with the Beak 
Bomb to 
uncover it. 
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JIGSAW PIECE 4 
From the third piece of 
jigsaw, drop down to the 
snowman’s pipe. There's 
another piece sat inside. 


JIGSAW PIECE 5 
Follow the scarf until you 
find the sled. Jump on it to 
see a wonderful cut 
sequence where Banjo and 
Kazooie cure Boggy of his 
stomach ache. 


JIGSAW PIECE 6 
Get Mumbo to change you into a walrus 
so that you can race Boggy on a sled. Race 
as fast as you can, remembering to go 
through all the poles, and you'll be 
rewarded at the end. 


JIGSAW PIECE 7 
After your celebrations, head down the 
slope to receive a piece of jigsaw from 
Wozza the Walrus, who'll then retire 
to his cave. 


JIGSAW PIECE 8 


Change back 

to B-K and 
accept Boggy's challenge to 
another race, this time on 
foot. Thankfully you've got 
the running shoes to even 
the odds, but Boggy will try 
to block you from getting 
past if he gets in front so 
this race takes a little more 
skill. If you manage to come 
first the jigsaw piece is 
yours! 
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JIGSAW 
PIECE 9 

Give the three 
presents to Boggy’s 
kids. The gifts are 
located in the 
following areas: 
1) Inside the 
Christmas tree. 

2) On an island behind the giant snowman. 
3) On the end of the snowman’s nose. 


| JIGSAW PIECE 10 (JINJOS) 
1) On a tall present near Bottles. 

2) On the snowman’'s broom. 

3) Behind a house in the village near 
Mumbo's home. 

4) Above Mumbo, inside his 
house. 

5) Enter Wozza's cave as B- 
K and use the Flap Flip 
Jump to collect the final 

a Jinjo. 


Return to The Lair and make your way up the wall via the 
platform on the right. Press the button to make the Flight Pad 
appear. Grab the running shoes and dash to it before flying 
over to the jigsaw piece above the entrance to Freezeezy Peak. 
Now head up the slope opposite Grunty's head to another 
note door. Open it, dive into the water and swim through the 
passage to reach the area with the ship. To the left is another 
passage that leads to a room 
containing the picture of Mad 
Monster Mansion. Once filled, 

| return to the portrait of Gobi's 

| Valley and enter the passage a 

{ little further along the path to 
find the graveyard, and a gate to 
the left of the house. Smash the 
gate before venturing into Mad 
Monster Mansion. 
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MAD 
MONSTER 
MANSION 


JIGSAW PIECE 1 


Climb to the top of Napper's 
house, smashing the glass 
windows as you go, and fall 
down the chimney to enter 
the main room. Now use the chairs to avoid the creaky floor and steal 
the jigsaw piece from the sleeping ghost. 


JIGSAW PIECE 2 
Exit from the house, run over 
to the church gate and look 
left to see the cellar. Once 
inside here you will find the 
second piece of jigsaw in one 
of the barrels. 


JIGSAW PIECE 3 
Smash open the church gate 
and put a couple of eggs into 
each of the flower pots. 
When flowers are blooming from each one gold will fall from the sky. 


JIGSAW PIECE 4 


Go round to the front of the church and use the 
gravestone to get onto the roof. Now enter the 


Hh hole 
in 
the 
clock face 
to gain 
access 

to the 
top. 
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JIGSAW PIECE 5 


Rush over to the house with the broken roof 
(surrounded by skeletons), step inside, 
and jump on the tumbler in the 

centre of the room. Spell out 
BANJOKAZOOIE using the squares 
around the edge of the room to free 
the jigsaw piece. 


JIGSAW PIECE 6 

Press the button to open the 
church door and use the running 
shoes to reach it before the timer 
runs out. Make your way over to 


|__| the organ and copy Motzhand on 
the keys for another piece of 
jigsaw. 


GRUNTY SWITCH 

From the organ, jump on the Flight 
Pad near the stained glass window. 
Go up to the platform above the 
organ and another piece of jigsaw 
will be revealed in The Lair. 


JIGSAW PIECE 7 ween 
Hand over 20 skulls to Mumbo who 

will transform you into a pumpkin. Go to the well, jump 
in and collect the piece of jigsaw from the bucket 
at the bottom. 


JIGSAW PIECE 8 


Get onto the roof via 
a small hole near the 
church and go down 
Loggo the lavatory to 
retrieve the jigsaw 
piece. 
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JIGSAW PIECE 9 
Head towards the front of the 
house and you'll see a larger 
than normal drainpipe. This 
leads to a wooden cylinder, 
wide enough for the pumpkin 
to fall into, where you'll find 
another piece of jigsaw. 


JIGSAW PIECE 10 (JINJOS) 
1) In a corner of the maze. 

| 2) Smash the glass on the south side of 
Napper's house. Enter the room and it's on 
top of the bed. 

| 3) On top of Napper’s roof. 

4) Locked inside a barrel in the cellar. 

5) Ona pillar in the green pond (near the 
switch which opens the church door) you'll need to use the Shock 
Spring Pad to grab it. 


Exit as a pumpkin and go left (where the gate was) and into 
the house at the bottom of the hill. Once Mumbo has changed 
you back, smash open the coffin and bash the button to raise 
the water level elsewhere in Grunty's domain. Change back to 
a pumpkin so you can leave, and travel back through The Lair 
until you find the entrance to Freezeezy Peak. Recreate the 
Flight Pad in the same way as before and use the Beak Bomb 
to smash Grunty's eye for the jigsaw piece. 

Now return to the rusty ship. You'll now notice that you 
can climb the crates so head for the one in the corner (with 
the Rare logo). Smash it open to 
uncover another water switch and, 
once pressed, swim over to the 
opposite corner of the room. You'll 
find a new secluded section with the 
picture of Rusty Bucket Bay hidden 
behind the grate. Complete the 
picture and enter the ship. 


EY 
pucery bey 
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RUSTY BUCKET BAY 


JIGSAW PIECE 1 

Run left, pay the toll with your eggs, and 
1 smash the glass on the metal roof. Enter 
the area and you'll find the level's first 
piece of jigsaw. 


JIGSAW 
PIECE 2 
Plunge into the oily gunk and swim out to 
the front of the ship. You'll find Snorkel the 
dolphin trapped under the anchor. Follow 
the chain into the ship and, when inside, 
press the large button. This'll raise the 
anchor and set Snorkel free. 


JIGSAW PIECE 3 

Go over to the crane controls that work the 
cage and use the Beak Barge to raise it. 
Climb the ladder and sprint to the end of 
the crane using Kazooie. Fall down (tapping 
B before you tumble) and snatch the piece 
of jigsaw. ; 


JIGSAW PIECE 4 
Make your way onto the bridge area of 
the ship and look for the whistles. Press 
the buttons in this order: 3 12.111 and 
you'll be given a piece of jigsaw. 


JIGSAW PIECE 5 
You'll find there are three portholes near 
the front of the ship that look slightly 
different to all the others. These can be 
smashed open using the Rat-a-tat Rap and 
inside one of them lies the Captain's gold. 
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Get back on the ship and climb to the top of the nearest funnel where 
you'll find the sixth jigsaw piece. 


FE JicsAw 
PIECE 7 
Run to the back 
of the ship and 
jump down the 
small funnel. 
You'll enter a 
room that 
7 contains a 
solitary button. 
Hit it and the 
propellers will 
slow down. Run 
over to the 
second of the 
large funnels and look for the small door at its base. Smash through the 
door and enter the cog area. Time your jumps exactly and you'll reach 
the piece of jigsaw. 


JIGSAW PIECE 8 


Warning! This one's really tough (as James will vouch for). 

From the previous Jigsaw piece there are two switches on either side of 
you. Hit the right one, then the left one (near the glass), and move 

swiftly away. Switch to Kazooie and run to the ladder. Once outside 

you'll have to really peg it to the end of the ship. 

Leap into the water where you'll be able to 

swim through the now motionless propellers 

for a jigsaw piece. Just remember to swim | 
back out before they start moving again! 


GRUNTY SWITCH 

Get on the crane that controls the TNT crate 
and you'll see the switch on the giant radiator 
nearby. To reach it you have to jump in that 
direction but only use Kazooie’s wings when 
you start to descend, since you need the extra 
distance gained as you're falling. 
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JIGSAW PIECE 9 


Get back on the crane and make your way over to the controls. Push the 
button to create a wonderful Blast Corps-style explosion. Drop down 
into the cargo hold where Boss Box holds the treasure. 


JIGSAW PIECE 10 
(JINJOS) 

1) In the shark infested oily water there 
is a buoy with the first Jinjo on it. 

2) On an oil drum in the toxic pool. 

3) Inside the central blue container (on 
the floor). 

4) After the eighth piece of jigsaw, 
swim towards the beehive. Below it 
you'll see a grate with a hole in the centre. Swim through it to get the 
fourth Jinjo. 

5) Just before you hit the button to drop the TNT crate, pay the toll to 
your right to create a path to the final Jinjo. 


Leave the level and swim back to the previous water room 
(with the mine on the water's surface). Collect the ninth Lair 
jigsaw piece before following the drainpipe round to another 
water switch. Hit the switch and go through the doorway 
where you'll encounter half a dozen Whipcracks. Make your 
way past these and look for a low leaf on one of the trees that 
will let you get up to the higher area. Once there, follow the 
path to a button that, when pressed, will allow you to fill the 
picture of Click Clock Wood. Jump down and look to the left 
of Brentilda to see a passage obscured by the long grass which 
contains a cauldron. 
Activate it to link the 
other cauldron to it and 
use the shortcut back to 
the start. Exit the 
drainpipe and follow the 
water down to the pool 
where there's a passage 
leading to the picture. Fill 
it and use the shortcut 
again to get back to Click 
Clock Wood's entrance. 
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CLICK CLOCK wooD 


JIGSAW PIECE 1 

First things first. Press the flower button 
near one of the bridges to open the Spring 
door. Make your way up the tree, hit the 
sun switch (it is located high up, opposite 
the entrance) and continue up the tree 
until you can go no further. Smash open 
the door and collect the piece of jigsaw 
that’s hidden behind the tree inside. 


JIGSAW PIECE 2 

Get Mumbo to change you into a bee and fly 
over to the level's entrance. High above it (on 
the tree) you'll find the second piece of 


jigsaw. 


JIGSAW PIECE 3 
Go to Summer and smash the boulder 
keeping Gnawty out of his home. 
Continue through the trench until you 
reach the leaf switch. Hit it and head 
to the area opposite Mumbo's house. 
Use the now larger leaves as steps to 
reach the third piece of jigsaw. 


JIGSAW PIECE 4 | 
Continue up the tree and enter the | 
beehive using the Beak Buster. Now 
fight the Zubbas using the Rat-a-tat 
Rap to collect another jigsaw piece. 


JIGSAW PIECE 5 

The fifth piece you need is hidden in 
Autumn. Run over to where you found 
Gnawty and swim up the passage. 
You'll be rewarded for your kindness. 
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In Autumn, climb up the tree to the 
wooden tree house. You'll find the 
jigsaw piece hidden in the corner. 


4 As long as you've got at least 
810 notes you are now eligible 
for entry to the N64 Magazine 
Banjo-Kazooie speed table in 
I'm the Best. We'll need a 
photo or video footage of the ‘Game Total’ screen that 
displays your notes, jigsaw pieces and, most importantly, your 
time. This can be taken immediately after you've collected the 
last note/jigsaw piece for the best results. The N64 Magazine 
time to beat is 3'53"41. 


Right then, time for Grunty to get what's 
coming to her. Exit the world and use the 
leaf on the tree to get up to the 810 note 
door. Open it and step on the Tooty 
platform in the next room; you'll be 
warped to Grunty's board game. Some of 
the questions on the board will be about 
Grunty herself. Brentilda, who is dotted 
about The Lair, has already given you the 
answers. You'll find Brentilda in the 
following locations: 

1) After the first note door (on Banjo’s 
right as you enter the room). 

2) Near the button that raises the grate 
to Bubblegloop Swamp’s picture. 

3) Behind the Grunty statue. 

4) From the statue go left and in the 
next room enter the passage on the left. 
5) Behind the hat on Grunty's head. 

6) Below the button that allows you to 
fill the picture of Click Clock Wood. 


(We haven't mentioned Brentilda before 
because she’s not needed for the speed 
challenge.) 


DOUBLE GAME GUIDE + 


BANJO-KAZOOIE 
Activate the cauldron behind you and step 
onto the first tile. The questions you'll 
receive will be determined by the tile you're 
on, and these are personal (Grunty), in-game 
(B-K), visual (eye), challenge (stopwatch), 
musical (note), and random (skull/joker). 
The skull squares will cost you a life if 
you get the 
question wrong, rather than the usual one 
honeycomb. The best tactic for these tiles 
(second to getting the question correct) is to 
avoid them completely by using your joker. 
For each joker question you get right you'll 
be rewarded with two 
jokers. These let you 
pass one tile for each 
one you use, and are great for the end of the 
board which is littered with skull tiles. 

The easiest way around the board is to take 
the right-hand path and at the next junction turn 
left. From there you're only about a dozen tiles away from the evil one. 
Finally, if your health bar is full DON'T pick up the energy on the blank 
tiles; you can collect them later when you've taken some damage. 

Once you've reached Grunty and rescued Tooty you can sit back 
and watch the credits while preparing yourself for... (echo effects ON) 
THE FINAL BATTLE!!! 


» BEREEN, 00 YOU KNOW 
HERE YOU HAVE BEENP 
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GRUNTY 


Okay, here we go! 

Race up those stairs 
and activate the cauldron. Run 
into the room with the 
picture frame and put 
your remaining 25 
jigsaw pieces into it. 
» This'll open the door 
allowing you to jump 
— into the black 

cauldron that'll propel 
you up to the castle roof. 


Grunty’s first attack will be to fly 
towards you on her broomstick. 
Occasionally it will stop and she'll start 
to beat it. This is your chance to do 
some damage. Get close and pelt lots 
of eggs as fast as you can in her 
direction, without giving her any space 
to escape. 


Once she's been hit with enough 
eggs, Grunty will cast a spell that 
will home in on you. Use the 
Wonderwing to deal with it before 
giving chase. She'll now be hovering 
away from the castle aiming fireballs 
at you. Get on the wall and fire eggs 
at her while dodging the projectiles, 
following her when she moves. 


Collect the honeycomb if you need it and take 
to the sky. A few hits with the Beak Bomb is 
all it takes but get close before using it, 
otherwise she'll move out the way and you'll 
fly right by. 
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Land and wait for the Jinjo statues to 
appear before shooting eggs into the 
holes (while avoiding the fireballs) to 
set them free. Each one freed from its 
prison will attack Grunty, and after four 
hits she'll drop to the ground. 


Just when you thought it was over. This 
is the hardest part in Banjo-Kazooie 
and it'll make you cry. Avoid the 
fireballs until the Mighty Jinjonator 
statue arises from the ground, then feed 
eggs into each of its four holes. The 
best time to put them in is when Grunty 
uses the spell of magnetism because 
there is a slight delay between her 
casting it and resuming normal fireball- 
throwing activities. 


And once the Mighty Jinjonator is 
awakened it’s bye-bye Grunty (until 
Banjo-Tooie anyway). Congratulations on 
beating the old bag, but now read the 
remainder of this book to uncover the rest 
of Banjo-Kazooie's secrets. 


20 YOU CAN HAVE THIS 
LIGHTNIN 


‘ TO ORIEF, 
aS HERE'S 
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find all the difficult notes, 
pieces of honeycomb and all 
the remaining jigsaw pieces in 
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OUTSIDE THE LAIR 


HONEYCOMBS 

e Follow the path left to the tree 
trunks and use the Flip Flap Jump 
to grab the first piece of 
honeycomb in the game. 

¢ On a platform next to the 
waterfall. 

e Continue along the path and 
climb to the top of the tree near 
the bridge. 

e At the base of Spiral Mountain 


(underwater, near the tiny bridge). 

e Use the Beak Barge to smash open 
all the large rocks. 

e Past the rocks go up the slope to 
the farm. Beat Colliwobble to receive 
a larger energy bar. 


EXTRA LIVES 


¢ On top of Banjo’s house. 
e In a cave behind the waterfall. 


THE LAIR 


EXTRA LIVES 
e Hit the second water button to flood the 
level and go to the picture of Mad Monster 

F Mansion. You will find that the extra life is now 
- accessible. 

Behind the house to the left of Mad Monster 

Mansion. 

e On the statue of Grunty’s head (behind her 
head). 
e Above the entrance to Click Clock Wood. 
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MUMBO’'S MOUNTAIN 


HONEYCOMBS 


¢ Feed Juju blue eggs but leave 
one segment remaining. Jump 
on it and use the extra height to 
grab the honeycomb. 

¢ Once you have the jigsaw 
piece on top of Ticker's house, 
fall down and walk down the 
grey rock 
face 
(towards 
the Jinjo 
on the island) to locate another honeycomb piece 
in a cave. 


DIFFICULT NOTES 
e In the underwater caves below the second piece of 
honeycomb. 

¢ Inside Ticker’s house. 

¢ Under a hut in the village. 

¢ On the two grass slopes (near 
Conga 
and 
below 
the 
village). 
° By 
the 
stone 
circle. 


EXTRA LIVES 

¢ Smash one of the huts in the village 
to uncover an extra life. 

¢ Climb up the inside of Ticker's 
house and it's on your left as you exit. 
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TREASURE 
TROVE 
COVE 


HONEYCOMBS 

e Beat Nipper and go right (into 
the sea), and do your best to 
stay away from the shark. If you 
keep close to the wall you'll see the honeycomb deep down underwater 
where the wall sticks out. 

Between the Shock Spring Jump pillars and the tower are two treasure 
chests. If you swim out to sea behind the right hand chest you'll find 
the honeycomb on a crate. 


DIFFICULT NOTES 

e Inside Nipper’s shell. 

¢ Ona Shock Spring Jump pillar. 

¢ From the 
Flight Pad 
on the 
ship's mast, 
head for the 
cave on the right. 

e By the lighthouse. 

e Inside the sand castle (in the comers). 
e With Blubber’s treasure. 


EXTRA LIVES 

e Ona crate floating by Sharkfood 
island. 

e Make your way up the tower and 
fall down the first gap (into the 
water). Use your Beak Buster to 
collect it. 

e At the pool area look for a very 
small lake attached to the hill. 

¢ There is another extra life at the 
bottom of a pool. 
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CLANKER’S CAVERN 


HONEYCOMBS 

|) ° Near Clanker's left fin is a 
|] pipe that dips into the water. 
Swim up it to collect a 
honeycomb. 

¢ Get on the platform nearby 
and use the Shock Spring 
Jump pad to go left, onto the 
shafts. Smash the grate on the 
second shaft and drop down 
through it. 


DIFFICULT 
NOTES 

° Surrounding the lock 
underneath Clanker. 

© On pipes at the top of the 
level (use Top-C to locate 
them all). 

In a low passage inside 
Clanker’s stomach (in the 
ring area). 

° After raising the water 
level in the ring area you can access a higher passage with more notes. 
¢ Along the passage with Bottles and the very fast slicers. 


EXTRA LIVES 

¢ On the platform adjacent 
to Clanker’s left fin. 

e From this platform go left 
to the first shaft and fall 
down it for another extra 
life. 

© Move over to the right fin 
and climb up to the tiny 
square caves. Use the 

J double jump to collect it. 
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BUBBLEGLOOP SWAMP 


HONEYCOMBS 

e Enter Tanktup and collect the jigsaw piece from the conductor. Now 
leap on his music stand and jump to grab the honeycomb. 

e Run through the maze to Mumbo’s house and use a wooden pillar to 
get above his head where the honeycomb is. 


DIFFICULT NOTES 


e On each one of Tanktup’s flippers. 
e Inside Tanktup. 

¢ On top of a pole behind the big 
crocodile skull. 

e Several are located in the maze. 

e Inside the crocodile skull. 

e Under a house in Tree Hut village. 


EXTRA LIVES 


e Above the big egg in the 
swamp. 
e At the bottom of Tree Hut 
village. 
Once you have challenged Mr 
Vile and beaten him, a new test 
awaits. Beat Mr Vile three 
times in a row to get 
three extra lives! But 
remember, for each 
time you lose he'll 
chomp you for a life (if 
he catches you). 
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GOBI'S VALLEY 


HONEYCOMBS 


¢ Behind the sun pyramid there is a 
button with a picture of a 
honeycomb on it. Press it, run over 
to the Flight Pad on Jinxy, and fly 
through the cactus plant. 

¢ After helping Trunker, Gobi will 
take shelter from the sun by the 
mysterious door to the left of the 
Kazooie 
pyramid. Use the magic carpet to fly over to 
him and bash his hump with the Beak 
Buster to uncover another honeycomb. 


DIFFICULT NOTES 


e Inside 
Jinxy (in the 
four corners 
of the room). 
e In the left hand corner behind Jinxy. 
e Inside the sun pyramid. 
© With the 
jigsaw 
piece 
inside the 
flooded 
pyramid. 
° Below the 
maze pyramid 
(underwater). 
e At the start and the end of the maze. 


EXTRA LIVES 

¢ Behind Jinxy, on the hot sand. 

¢ At the top of the flooded pyramid. 
e Inside the maze. 
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FREEZEEZY 
PEAK 


HONEYCOMBS 

e The Sir Slush in the village is 
hiding a piece of honeycomb. 
Destroy him with the Beak Bomb to 
get it. 


e Enter Wozza's cave as a 
walrus and look for a shallow 
pool of water. Follow the tiny 
passage through to another 
honeycomb being guarded by 
one of Grunty’s minions. 


DIFFICULT NOTES 
e Inside the Christmas tree. 

@ On the snowman’s hat. 

e Along the snowman’s scarf. 

¢ Dotted about the village near 


Mumbo's house. 
| ¢ Behind the Christmas tree (guarded by 
the giant ice cubes). 


EXTRA LIVES 
e After the sled race look behind the ice 


structure near the wall. 
Pe a aI late 
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MAD 
MONSTER 
MANSION 


HONEYCOMBS 
° Use the Flight Pad in the church to 
reach the beams above the entrance. 
The honeycomb is hidden there. 

¢ Smash the glass window on the west 
side of Napper's house and change into 
a pumpkin. Enter the room and 
sneak under the broken 
floorboards to grab it. 


DIFFICULT NOTES 


¢ On the roof of Napper’s house. 
e Smash each window of 
Napper's house to uncover many 
rooms that contain notes. 

© Dotted about the maze. 

¢ Jump into the well to find more 
notes. 

e Enter the room with the tumbler (in the house with the broken roof) 
and you'll find some notes in the corner of the room. 


EXTRA LIVES 

e Around the back of the 
church is a stained glass 
window with Banjo and 
Kazooie on it. Jump through it 
to a secret room with loads of 
items, including an extra life. 
¢ Use the Running Shoes to 
enter the church and make 
your way over to the organ 
pipes above where Motzhand 
was. The extra life is hidden 
behind the pipes. 


DOUBLE GAME GUIDE + 


BANJO-KAZOOIE 


RUSTY 
BUCKET 
BAY 


HONEYCOMBS 

e In the shark infested pool, 
with the Jinjo on the buoy, 
there's a hole leading into 
the metal shed on the right. 
Swim through here and press 
the honeycomb button to uncover it, and from here it’s a simple case of 
flying towards it. 

e Drop into the cog room (with the beehive) but before you enter the 
short tunnel leading to the main section look above it to see the 
honeycomb in a short tunnel. 


DIFFICULT NOTES 

e To your right at the start (with the 
beehive). 

e In the cog room (get these early). 

° Up on the narrow walkway connecting 
the two 
main 
funnels. 


e Smash the strange portholes to enter 
new note-filled rooms. 

e In the ship's anchor room. 

e By the crane controls. 


EXTRA LIVES 

e In the grey shed, to Banjo’s left from 
the start (with the first piece of jigsaw), there is an extra life guarded by 
another of Grunty’s minions. 

e Destroy all the evil TNT crates in the right-hand blue container to 
force yet another extra life token out of hiding. 

e Get to the cog room and run over to the glass panel on the left near 
the back where there's another extra life. 
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CLICK CLOCK WOOD 


JIGSAW PIECE 7 

Carry on to find Nabnut outside 
his house, crying. Stop him 
bawling by recovering his 
acorns, which are all in the 
immediate vicinity of his home: 
1) Inside his house. 

2) Up the ramp opposite Nabnut. 
3) Same as above. 

4) On a platform underneath the 


previous acorn. 

5) When on the circular platform with 
Grumblin’ Hood look for a lower ramp. 

6) Follow the ramp to the left of Nabnut and 
smash his window. The acorn is inside. 


= NEED 6 MORE ACO 


JIGSAW PIECE 8 re 

In Spring, put a couple of eggs into the hole in the fenced-off muddy 
patch to grow a plant. Return to it in summer and bash Gobi to give it 
water. Return once again in Autumn and water it again to gain access to 
the jigsaw 
piece, 
which can 
be 
collected 
by jumping 
off the 
beehive 
onto the 
flower. 
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JIGSAW 
PIECE 9 
Get to 
Spring, 
smash open 
the egg in 
the nest, 
and go to 
Summer. 
Now collect 
some 
caterpillars 
that can be 
found in the 
following 
places: 


1) Opposite the entrance to Summer. 

2) Behind the tree trunk opposite Gnawty's house. 
3) Next to Mumbo's house. 

4) In the branches above Mumbo's home. 

5) Near the tree house. 

6) A stone's throw from Nabnut's house. 


Now go to Autumn, where you'll need more 
caterpillars: 

1) Ona pile of leaves near the plant. 

2) Atop a pile of leaves to the right of Mumbo's 
house. 

3) Inside Mumbo's home. 

4) Opposite the shaman’s house. 

5) Above Mumbo's house in a branch. 

6) Inside Nabnut's house. 

7) On top of the beehive. 

8) Inside the beehive where the piece 
of jigsaw was in Summer. 

9) On a platform below the tree 
house. 

10) In the bird's nest. 

41) Climb up the tree as high as you can. You'll find 
it outside the door near the top. 
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Once Eyrie's gone back to sleep head 
to the nest in winter. The scrawny 
little runt is now a majestic bird of 
prey and will reward you with 
another piece of jigsaw. 


GRUNTY SWITCH 

Use the Flight Pad outside Mumbo's house 
and go left to find a Sir Slush on a small 
platform all by himself. Destroy him with the 
Beak Bomb to uncover the switch. 


JIGSAW PIECE 10 (JINJOS) 

1) In spring use Mumbo's magic to get the Jinjo on the flytrap opposite 
the door at the top of the tree. 

2) Remain as a bee to gain entrance to the beehive. The Jinjo is located 
on the honeycombs opposite you as you enter the hive. 

3) In summer go left over to 
where the bees are gathered 
to see a Jinjo's head peeking 
over the top of the long grass. 
4) Go to Autumn and over to 
the plant. Run up the pile of 
leaves to rescue the fourth 
Jinjo. 

5) In Winter the last one is on 
top of Mumbo's house. 
Collect it to receive another 
jigsaw piece. 
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BANJO-KAZOOIE 
HONEYCOMBS 


e Swim under the ice in Winter and pay 
Gnawty a visit, who will be happy to see 
>» you. 
* Again in Winter, take to the sky and 
smash the glass window above 
Nabnut's door. The honeycomb is 
inside. 


DIFFICULT NOTES 
e In Spring there are notes in the 
room at the top of the tree. 

e In Summer there are some notes 
by the plant. 
e Again in Summer look 
for some notes opposite 
Mumbo’s home. 
e Inside Gnawty's house 
in Winter. Just remember 
to swim as fast as you can 
from the hole in the ice to 
Gnawty’s house, because 
the icy water drains your 
air meter rapidly. 


YING! DOUBLE GAME GUIDE + 


Summer 


© There's another extra life token near 


the bridge by the plant. 
¢ Inside the tree house. 


¢ In the room where the first piece of 


jigsaw was. 


Winter 

* Step on the icy lake to see the 
life, and use the hole in the ice to 
reach it (although it's pointless 
really, as you'll die before you get 
out of the water on most 


occasions). 

e For the final extra life of Click 
Clock Wood simply get rid of the 
Sir Slush outside Nabnut's home 
using the Beak Bomb. 
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EXTRA LIVES 

Spring 

¢ On the tree trunk opposite 
Gnawty’s house. 

e In the branches above 
Mumbo's home. 

e Inside the room at the top of 
the tree (with Jigsaw piece 1). 


Autumn | 
e Just to the right of the tree house. 
© Once again there's another life in 
the room where the first piece of 
jigsaw was. 


BANJO-KAZOOIE 
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THE FINAL JIGSAW PIECE 

Exit Click Clock Wood as a bee and fly up to the jigsaw piece opposite 
the entrance. Now you're ready to see the proper end sequence by 
jumping back into Grunty's cauldron. 
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PLUS 


Toon 


All the other weird and | 
wonderful things we've | 
found in Banjo-Kazooie 
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CHEATO 
THE SPELL 
BOOK 


Cheato is located in three areas 
of The Lair, and for each time 
you find him you'll receive a. 
code to input on the tiled floor of the sand castle in Treasure 
Trove Cove. Here's how to meet him. 


@ To the left of Freezeezy Peak's portrait is a boulder that must be 
smashed. Return to here as a crocodile to find your first cheat. 


@ Exit Mad Monster Mansion as a pumpkin and head back to the lava 
room. Make your way carefully across the narrow pathway to the left 
and through the tiny passage to meet Cheato. 


@ Finally, raise the water to its highest level before plunging into it to 
get to the room with the rusty ship and swim to the surface. To your 
right is a staircase leading to the spell book. 


NEW END SEQUENCE 


If you can finish the game with all 100 Jigsaw pieces you are treated to 
a new ending, where Mumbo shows you some secrets that are only 
accessible when you have bought the sequel, Banjo-Tooie. We have 
attempted to get these hidden items but to no avail so far. Maybe 
someone out there can tell us how to collect them. 
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BANJO-KAZOOIE 


STOCK 
ROOMS 


Surrounding Grunty's black cauldron there are 
a few rooms which are blocked by note doors. 
Behind these lie larger versions of regular items 
from the game that will replenish your eggs and 
feathers to the maximum 
amount you can hold. 


. DOUBLE 
YOUR 
HONEY 


One of the rooms surrounding the cauldron 
leads up to another picture frame. Fill it to reveal a 
painting of a honeycomb and watch as your energy bar goes from 
yellow to red. Your energy is now 
doubled, which makes beating 
Grunty much easier. 
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BANJO-KAZOOIE 


THE 
BEAUTY 
PARLOUR 


Search the area near Grunty’s 
picture and you will come across 
a room with the machine that 
you see on the game over 
sequence. On either side of the room are two doors with evil-looking 
knockers but, as yet, we've been unable to get past them. 


TURN IT UP ft 
POWE 
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A totally random occurrence 
this, but good for a laugh. 
Occasionally, when Mumbo 
casts his magic upon B-K, he 
inadvertently changes them. 
into a washing machine! 


HARDER TURNING 


When in flight or swimming, hold the R button when pushing left or 
right on the analogue stick to perform a very hard turn. 
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THE MYSTERY OF THE 
REMAINING JIGSAW 
PIECES... 


After doubling your energy you have two pieces of jigsaw remaining. 
The mystery is, why would Rare leave two jigsaw pieces over. Are these 
two jigsaw pieces linked to the secret eggs and the ice key shown at the 
end of the game? Is there a picture frame behind one of the doors near 
the beauty machine, and if so, how do we access it? Mysterious 
indeed... 
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SNe ee 


CHEATS! 


Return to Banjo’s house and 
stand in front of the picture of 
Bottles. Use Top-C to look up 
at it and Bottles will challenge 
you to solve his jigsaw 
puzzles. For each one you get 
right you'll receive a cheat 
code to input on the sand 
castle's floor in Treasure Trove 
Cove. The most effective way of completing the pictures (in our 
opinion) is to get the corner pieces in place and then just keep throwing 
them down until they fit (a noise indicates when they’re in the right 
place). There are six cheats to collect in all. 


BOTTLESBONUSONE 
Big headed Banjo 


BOTTLESBONUSTWO 


Large hands and feet for Banjo 


BOTTLESBONUSTHREE 


Big Kazooie 


BOTTLESBONUSFOUR 


Stretched Banjo 


BOTTLESBONUSFIVE 


Streched Banjo and large limbs 


BIGBOTTLESBONUS | 
Both big | 


WISHYWASHY BANJO 


Banjo and Kazooie are turned into a 
washing machine 
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More fur, more fun and more 
facts! All you need to know 
about Banjo's great adventure! 
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